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Hello! 


Some of you may have noticed that this issue of 
"The Exidy Monitor" did not come out Last month as it was 
supposed to have. Don't panic; there is a reason’ for. the 
delay. In fact, there are several reasons for the delay. 

The first reason is that we have been so busy preparing 
for the North East Personal and Business Computer Show, held 
in Boston at the end of September, that we have not had time 
to write a newsletter. This reason, however, is a cop-out 
and not entirely accurate; we only spent the month of 
September preparing for the show. So what happened in 
August? 

Well, for one, my vacation was in August. And do you 
think that I thought about computers? This left three 
weeks. So? 

It's no secret that Bruce Left CMI and is now working 


at Exidy. At least, it's not a secret to those who know 
that fact. After Bruce left, it took us a little while to 
reorganize. This left two weeks and six days. So why 


didn't we write a newsletter? 

Now we come to the real reason: lack of information. 
Since the publication of our last newsletter, we have. only 
received bits and pieces of information to pass on. And 
rather than put out a newsletter with a few pages of random 
items, we decided to wait and put out a newsletter with 20 
pages of random items. 

ALL subscribers will still get 12 issues, of course. 
This lack of information just means that the time of the 
subscription will be longer than one year. In fact, all 
subscriptions will be for 12 issues regardless of the time 
factor involved. 


Concerning the new Software Library tapes that are 
Listed in this volume: We have had problems with the tapes 
that we received from the copier. Therefore we are going 
through each one of them to check for problems’ before 
selling. This means that if you order one of these tapes 
you may not receive it for a while. Back issues and volumes 
are being sent out about the time of the release of this 
issue. If you have not received an order within two weeks 
please let us know. And if the copy that you have is bad, 
bring it in for an exchange. 


I am not going to give a review of the show -- mainly 
because I saw very Little of it outside the Computer Mart 
booth. I did notice what the big attraction was, though. 
Yes, the three robots that ran around taking pictures and 
talking and... while a man in a red suit did the talking and 
his partner hid the controls behind his back while giving 
verbal commands to the robots. Don't get me wrong, I'm not 
putting them down. If I had enough money to throw away I 
would buy one for myself. But then again, I can't afford 
the price of a new sports car. 


Okay guys, time for some more silly programs. 


This program is similar to "Ants in Sugar" but it tests 
screen and graphics RAM as it is running. Therefore, I have 
called it "Ants in Sugar II": 


10 PRINT CHR$(12) 

20 FOR I=-3968 TO -2049 

30 J=INTCRND(1)*128-128) 

40 POKE I, J 

50 K=PEEK(I) 

60 IF J<>K THEN PRINT "ERROR AT": I 
70 NEXT I 

100 P=RND(1)*1024+1 

110 L=INTCRND(1)*256) 

120 POKE -P, L 

130 K=PEEK(-P) 

140 IF K<>L THEN PRINT “ERROR AT"; P 
150 GOTO 100 


This next program I call "Frustrated Miner." You" Lt 
just have to try it to understand why. 


> FOR L=9312. 70. -S05s. POKE. 1,: 255%. NEXT 
10 PRINT CHRS$(12); 

40. POKE =—3968,..3¢ 

30 DEF FNACX)=-3968+64*ROW+COL 
40 ROW=14 

590 COL=31 — 

60 POKE FNACQO), 32 

70 POKE FNACO), 192 

80 ROW=ROW+INTCRND(1)*3-1) 

90 IF ROW<O THEN ROW=0 

95 IF ROW>29 THEN ROW=29 

100 COL=COL+INTCRND(1)*3-1) 
110 IF COL<O THEN COL=0 
115 IF COL>63 THEN COL=63 

120 GOTO 60 

130 END 


Well folks, give them a try and see how you Like them! 


6212 Hibbling Ave. 
Springfield, VA 22150 
August 20, 1979 


Computer Mart, Inc. 
1395 Main Street 
Route 117 at Route 128 
Waltham, Mass. 02154 


Dear sirss 


I was particularly interested in the "Sorcerer Wide Printer Driver" 
article in Volume 1, Issue V of the Exidy Monitor. While the published 
method will undoubtably work, it is entirely unnecessary! 

While it is true that the Sorcerer’s Printer Driver is also displaying 
output on the Video Monitor, that does not limit lines to a 64 character 
length. Standard BASIC has a default line length of 64 characters. To 
change the default value ENter the desired length in location 0142H with 
the Monitor. With that change the Exidy driver routine will work fine 
for line sizes up to 256 characters. The only fault I have found with 
it is printing garbage on a 300 baud printer while inputing 1200 baud 
cassettes. 

If your readers have any occasion to use their Sorcerer's without 
the benefit of a Video Monitor (it is portable, and there is that terminal 
at work....) the following routine is quite useful: 


00003 F5 PUSH AF sSave character 

0001s 3E 80 LD A,80H 3300 baud (COH for 1200) 
0003s D3 FE OUT (OFEH),A 3Enable RS232 

0005s Fi POP AF sRestore character 
0006: C3 12 EO JP OQUTAPE sSend to printer 


That will get you up and running on the printer. It's primary virtue 
is that it is short, which is very handy if you can't see whether you 
have made any input errors, Like Exidy's driver it doesn't like to 
LOad or CLOAD cassettes at a baud rate that differs from that of the 
printer. Unlike Exidy's driver it will not print the last character 
on @ line of the forms 10 INPUT "What is your name"s;A$ since the UART 
will be turned off before it is finished (simply add a space at the end 
of the printed string). Otherwise, LO, CLOAD, INPUT, PRINT, and LIST 


to your heart's content. 
maT J { ) 
David L. J. Re 


Thanks to Mr. Rigg for the information about printing 
with a Line length greater than 64. I'm sure this will make 
it a lot easier for a lot of people! 
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One trick that programmers use to save space is to use 
the individual bits of a variable to store information. Two 
types of information can be saved in this way. The easiest 
use is to use the on/off property of individual bits to 
store true/false information. Another method is_to- store 
small numbers which require only a few bits to store, such 
as a number that will have a maximum value of seven, and 
therefore only require three bits. I will describe the uses 
of this further, but first let's take a look at the storage 
itself. 


As you know, Sorcerer RAM (Random Access Memory), is 
available in 8K, 16K, and 32K byte partitions. 8K, for 
example, represents. 8 kilobytes, or 8*1024 bytes, or 8192 
bytes of memory. Each byte, however, is made up of 8 bits 
of memory, each bit storing one ON/OFF piece of information. 
Thus in 8K bytes of memory, there are really 8*8, or 64K 
bits of memory. Thus in 8K bytes of memory you can store 
65536 pieces of ON/OFF information. In 16K bytes of memory 
you have 16*8 = 128K bits, which equals 131072 bits. In 32K 
bytes of memory you have 32*8 = 256K bits, or 262144 bits. 

Each bit holds a one (ON) or a zero (OFF). It takes 8 
bits to-.make up one byte. Each bit in the byte is numbered 
from 0 to 7 and represents consecutive powers of two: 


BIT: 4 6 5 & 3 2 1 0) 


VALUE: L462 °F 12 Sere SE es 2" |62R. S tacee 
128 64 i 16 8 4 2 1 


To calcuate the exact value of any byte you must_~ take 
the sum of the values represented by each power of two where 
the bit is set. For example, if you had a byte that Looked 
Like this: 

a fie 6 eS. 5 OBO MESS. OSS CE CSD 
0 1 0 1 1 0 0 1 


the value it represented would be 2°6 + 2°4 + 
2°3 + 2 0,. or .644+1648+1=89. 


The largest value that we could get in one byte would 
hve each bit on. This would be: 


ee: 2 ela ta ©. ee “2s e. 4... ew 


1 1 1 1 1 1 1 1 
which is 
oe. * 2°6 & 2°53 + 2°64 ¢ 2s + 22 + St + ee =S 
128+644+324+16+8+4+2+1 = 255 
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That's fine for bytes, but what about the units” that 
values are stored in? When you assign a variable "A" it is 
stored in a word. Each word is made up of two bytes, or 
sixteen bits. Thus one word would Look Like: 


BIT: 15 14 13 12 10 11 09 08 07 06 05 04 03 O2 01 OOD 
(Si4 68 8 2 Oe 8 oO 2. 8 tt 284 © 4 

Cipse «6. #2 2° 4% Oe OO SB Bech eG Os ag 

VALUEs (€6dc3--7 0 0 O S&S 2 1 0D 0 8 6 0 0-4 
CNEce-= <9 F 4 2 4°35 2 6 3 1 O38 9 18 

4 2.6 © & 2 © 8 &4 2 6 8B 4 2 4 


Now, if we add all these up we get a value of: 


16384 + 8192 + 4096 + 1024 + 512 + 256 + 128 + 64 + 32 + 16 
+ & * 427° 2:5 1 S326! . 


The 16th bit represents a sign bit in this’ format. Lf, 
were not used then our numbers could only be positive and could 
take on values up to 65535 (because the 16th bit would be 32768). 
It is obvious that the Sorcerer can handle numbers Larger than 
32767 that are still integers. But the commands in the _ BASIC 
which do the bit manipulation only work on the 16 bit integers in 
the form above, ranging from -32768 to 3276/7. 


Thus we can only do bit manipulation on 16 bits per _ word 
that we store, and to do the bit manipulation we need to use a 
few special functions: 


There are several ways to manipulate the bits in a word (or 
a byte), icluding the three following. 


AND: ANDing two words compares each bit of the first with 
each bit of the second. If there is a bit set at position ‘n' in 
both words then the bit will be set at position 'n' in the 
resulting word. Otherwise the bit will not be set. For example: 


BINARY: HEA: DECIMAL: 
0011001100110011 33.53 13107 
AND 0000111100001111 OF OF 08355 
=  0000001100000011 0303 00771 
OR: ORing two words compares each bit of the first with 


each bit of the second. If bit 'n' is set in either word then it 
will be set in the resulting word. The only reason it would not 
be set would be if the bit was not set in either of the words. 
For example: 


BINARY: HEX: DECIMAL: 
0011001100110011 5352 13707 
OR 0000111100001111 OF OF 08355 
= 0011111100111111 SF SF 16191 
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NOT: NOT is the only one of these operators that require 
Only one word to work = on. What NOT does is to take the 
complement of every bit in the word. I.E., if bit 'n' 18- Payt 
will be set to Of. if bit’ "R'is O4t will be set to te <Fer 
example: 


BINARY: HEX: DECIMAL: 
0000111101101001 OF 69 03940 
NOT sSsSsssss2sesss2525 x<s=s =s=2=s> 
= 1111000010010110 F096 -28823 


Note: the negative value that resulted from the above NOT 
can be calculated from the resulting value assuming that we use 
the 16th bit as a number and not a sign. If we do this the value 
above is 61590. Obviously this is above our 32767 maximum. To 
get the true value of this number you must subtract it~ from 
532767. The result is the true value: 32767 - 61590 = -28823 


Now, as to how you go about setting and reading individual 
bits. 

To set a bit we use the OR statement. What we do is-7 take 
the word and OR it with a word in which only the bit we wish to 
set is set. For example, to set the seventh bit in the word 
containing the number 4660, we would OR it with 2°%6: 


BINARY: HEX: 7 DECIMAL: 
0001001000110100 1234 4660 
OR 0000000001000000 0040 0064 
= 0001001001110100 1274 4724 
A simple formula to follow in setting bit Pat cain 
"A' with the result going into word 'B'! 
B = A OR 2°n 
To read a bit, what we want to do “mask out" 


other bits in the word and check the result. 
in which only the bit we want to check 
are 
A 1will be 
otherwise a 


the word with another word 


Tor is set. Since all the other bits 
resulting AND will return 


returned for the bit we are checking on 


O will be returned. For example, 


word you would do the following: (note: first 

the bit is set, in the second 1s not) 
BINARY: HEX: DECIMAL: 

0000111111110000 OF FO 4080 

AND: Q0Q00000001000000 0040 0064 

: 0000000001000000 0040 0064 

0000111100001111 OFOF 3855 

AND: Q0Q00000001000000 0040 0064 

= OOO0000000000000 0000 0000 


in 
Os for all thos® bits. 
is set, 


To..d0.tb145 


to check the seventh bit with a 
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Note that if the bit is set the value returned will not 
necessarily be a 1; if it is set the value will be <>0. Here is 
a simple formula for checking bit 'n' in the word 'A' with the 
result going into word '‘'B': 


B = A AND 2°n 
IF B=0 THEN (bit not set) 
IF B<>O THEN (bit is set) 


This type of storage is good for large quantities of data 
that have to be stored in a YES/NO format. For instance: You 
have a program that is keeping an inventory on a number of items 
in stock. And for each item you have to store a number of YES/NO 
pieces of data. You have to store 100 items and up to 16 pieces 
of data per item. You could dim an array 100 elements by 16 
elements, but this array would require 1600 bytes of memory. If 
you use bit manipulation, howevr, you would only require ae one 
dimensional array dimmed to 100 elements. Thus you would only 
need 100 bytes. This reduces your memory requirements 16 times 
while allowing you to store the same amount of information! 


If you are having trouble visualizing this, here is a more 
detailed example of what may be stored for each item: 


BIT: 15 14 13 12 11 10 09 O08 O7 06 O05 04 O03 O2 O01 OOD 
VALUE: Ede ae ole cdbe de le: Por Me, a Wicd phe Aliysllllecd 
BIT: WHAT IS STORED THERE: 

15 Is it in stock? 
14 Has it sold Lately? 
13 Will we carry it next year? 
12 Can it talk? 
11 Is it alive? 
10 Can it disco? 
--09 Is it related to John Wayne? 
08 Can it swim? 
07 Does it have rabies? 
06 Can it have babies? 
05 Can it spell "Zymurgy"? 
04 Is it blue? 
03 Can it be cheered up? 
02 Ils it: rock? 
01 Is it average? 
00 Can it answer any of these questions? 
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We will work with a particular item which we will call "ITEM 
99". The data for this item is stored in ITEM(99) and Looks Like 
this: 
0001100010110010 


The first thing that we want to check is byte 0 to see _ if 
ITEM(99) can answer its own questions. To do this we use the AND 
statement as stated earlier. We will put the result in DUMMY: 


DUMMY=ITEM(99) AND 2°0 


This returns with DUMMY=0, which tells us that ITEM(99) 
can't answer our questions. Next we want to check to see if 
ITEM(99) is blue. If he is, we want to see if he can be’ cheered 


up: 


DUMMY=ITEM(99) AND 2°4 

IF DUMMY=0 THEN STOP 

DUMMY=ITEM(99) AND 2°3 

IF DUMMY=0 THEN (can't be cheered up) 
IF DUMMY<>0O THEN (can be cheered up) 


If we follow this through, we can see that ITEM(99) is 
indeed blue and can be cheered up; thus we would proceed to cheer 
up ITEM(99)! | 


This rather strange example shows how to store meaningless 
pieces of ON/OFF information without wasting memory. But what if 
you need to store more than just ON/OFF information? 


For instance: 


You are the manager of a company and you want to store 
certain data about your goods. You want to know: 


1) The product name 

2) The department number 
3) The cost 

4) How many are in stock 
5) The supplier 


Since you own a small store which sells a Limited amount of 
goods, we can make certain restrictions. There will be a maximum 
of 100 goods sold. Each good will be in a department ranging 
from OQ to 7, thus giving you 8 departments. Each item will not 
cost more than $50, but because this is an odd number  to~ work 
with under bit manipulation, we will allow items to cost up to 
$63 dollars. Furthermore, you only have a total of 7 suppliers, 
and never carry more than a quantity of 15 per item. To save 
some space, we will assign each supplier a number. 

Since these are the grounds for your business, you do not 
make enough money to allow you to buy a large amount of memory 
for you computer. (In fact, you don't even make enough to buy a 
computer!) So instead of using five different variables’ for 
every item (with a string variable for the product name), some 
Smart programmer has come along and written for you a_— package 
that uses only two variables per customer. How did he do it, you 
ask? 
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"Simple! You could have done it yourself!" he says as he 
runs off with the rest of your money. 


What did he do? Since each piece of information that had to 
be stored had to have an absolute maximum value, he merely used 
only the bits he needed to store them, thus: 


BIT: 1 14-43 12.77 10 O9 O08 G7 06 US U6 <b 01 a 
VALUE: (4 &@. 2° 41 & 2 48246 8 4.2 Ths eS og 
STORE: | stock |supplier| cost | dept | 

| | | | 


The product name still has to be stored in a string 
variable, but now the four other variables are combined into- one 
varaible. Department number resides in the three low bits, bit O 
to bit 2; item cost resides in the next 6 bits, 3 to 8; supplier 
number resides in the next three, 9 to 11; items in stock reside 
in the remaining 4 bits, 12 to 15. 


To find out what each of the items contains we must do some 
bit manipulation. What we need to do is to mask out all the data 
that we are not interested in and shift the remaining data until 
it ais at the left. What we will have Left is a number which 
represents the variable in the field we are interested in. 


For example, if we start out with the data: 


Product name: X 
Department: 5 
Cost’ $20 
Stocked: 10 
Supplier #: 35 


Our variable would Look Like this: 


foe 4 OD. es oD a Oe ee ae 
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To single out the cost of the item we want to: 
1) Mask out all other bytes with AND: 


1010011010100101 
AND: Q000000111111000 


=: 0000000010100000 


2) Shift the result left 3 times. We do this by dividing 
it by 2 three times: 


0000000010100000 / 2 0000000001010000 
0000000001010000 / 2 = 0000000000101000 


0000000000101000 / 2 


0000000000010100 


This leaves the result, 010100, which equals 20. Thus the 
cost is $20. 


To Block off any bits not in a.  spetified faelild. + 'M'=>oFf 24 
variable "A' where 'M' begins at the bit 'n' and continues to bit 
"o', using the AND: 


DUMMY=0 

FOR I=n TO o 

DUMMY=DUMMY+2°I 

NEXT I 

REM: DUMMY 1S now set up as the mask for ‘A! 
B=A AND DUMMY 3 

REM: B now contains only field 'M', unshifted 


Now, to shift any bits over to the left from the position 
‘n', where n>0O, in variable 'B' after the above masking: 


C=B / (2*n) 
Thus 'C' will contain the field. 
This type of data manipulation can be helpful in many 
different ways. I am using it to design a D and D / Adveture / 


Wumpus type game. The best way to use it is to try it. So try 
it! And give me a call if you have any questions. 


Jim Harford 
1483 Bittern Dr. 
Sunnyvale, CA 94087 


August 2, 1979 


Computer Mart of Massachusetts Inc 
1395 Main St 
Waltham MA 02154 


Gentlemen: 


Enclosed is a program which may be of great value to 
every user of the SORCERER. It provides the user with 
the means to read the status of any key on the keyboard 
without interruption of the program and independently 
of the status (pressed or not pressed) of any other key. 


Applications of this program are near infinite -- all 
pga which require real-time input from the user 

or users) during program execution are now possible. 
Examples that come to mind are PONG for two players, 
TANK, and other games which require joysticks with 
pushbuttons on other computérs and which are impossible 
to implement on the SORCERER with BASIC alone. 


The program is a machine language subroutine, 39 bytes 
long. The enclosed listing, written in BASIC, demon- 
strates the loading and use of this subroutine. The 
listing is self-documented. 


A "bit map" of the keyboard is also enclosed to show 

how the keyboard is represented in each of two tables 
updated by the subroutine. The first table (address 

240) is used for mdaving PONG paddles or firing rocket 
thrusters, The second table taAdeus 240) is used for 
firing cannons or photon torpedos. 


I fell that the widespread availability of this simple 
program will enhance the usefulness of the SORCERER. 
i am therefore submitting this program for publication 
in your newsletter. No copyright is to be claimed, 


Sincerely yours, 


a Hehe 
Jim Harfor 


Our thanks to Mr. Harford for his contribution. I have 
taken his program and taken out all the REM statements, 
including them as text in this article instead. 


Keyboard Input 
by Jim Harford 


This demonstrates the use of a machine Language subroutine which 
enables the user to read the status of any or all keys independently 
of one another and without interruption of concurrent activities such 
as animated graphics, etc. 


Each time called the subroutine polls the keyboard and_= stores’7 the 
results in two tables. Each table is 16 bytes Long. Each byte 
contains the status of 5 keys in its least significant 5 bits. 


The first table starts at location 224 decimal, and each bit indicates 
whether a key is depressed or not. The second table starts at 
Location 240 decimal. Each bit indicates a transition of a key’ from 
not depressed to depressed. 


This program displays both tables. The display is updated several 
times a second -- as fast as BASIC can write to the screen. The 
tables are updated much faster than this -- once for each USR call to 
the polling subroutine. . 


Load in the machine Language routine into the first 39 bytes. of 
memory: 


10 FOR I=0 TO 38 

20 READ B 

30 POKE I, B 

40 NEXT 

S0- HATA 205, 162; 225,745 254, 6, 15, 225. 31,2217, 336.729 
55 PATW. 0, 237, 85, 2575 120547 5 162, 95,. 221, Fe 163 
60 ORT 221, TTS, 0, 2247 1825 16 Fe 221 7 197 16S eet Ss 
65 DATA 248, 24, 230 


Store the starting address for the subroutine: 

TOO" PORE .260, O: POKE 261,0 
Initialize both the tables to Q: 

110 -FOR T=224 TO 255: PORE TT, Us WERT 
Print the status: 

150 REM -- CLEAR. 6 LINES 

160 PRINT CHRS$(17); 


170 FOR I=1 TO 8: PRINT TABC62): PRINT: NEXT 
180 PRINT CHRS$(17); 


190 REM -- DISPLAY 

200 PRINT TAB(16); "KEYBOARD DISPLAY" 
210 PRINT 

220 PRINT " ae ae 


gou feast” 0 4 2S we OS USlhUmB FP CTO OR ote Tse ee 
240 PRINT 


Thes is’ the most 
tables repeatedly, 
that no keystrokes are missed! 


important part of the BASIC program: 
but call the polling 


PRINT 


250 PRINT "CURRENT"; 

260 FOR I=0 TO 15 

265 A=USR(0) 

270 PRINT PEEK(224+1); 

275 NEXT I 

280 PRINT 

290 PRINT 

300 PRINT "CURRENT"; 

310 FOR I=0 TO 15 

315 A=USR(O0) 

320 PRINT PEEK(240+I1) 

325 POKE 240+I, 0 

330 NEXT I 

350 PRINT CHRS$(17) 

360 PRINT: PRINT: PRINT: 

400 GOTO 250 
The routine is as follows: 
0000: CD A2 E1 CALL E1A2H 
0004: OE FE LD Cc, FER 
0006: 06 OF LD B, OFH 
0008: 16 1F LD Dy TRH 
OOOA: DD 21 EF OO LD IX, 22A*15 
OOOE: ED 41 P1 OUT (C), B 
0010: ED 78 IN AS 40) 
G012: oF CPL 
0013: A2 AND D 
0014: SF LD E, A 
0015: DD AE OO XOR (IX) 
0018: A3 AND E 
0019: DD 73 OO LR LEAs 
OO1C: DD B6é 10 OR CIX+16) 
OO1F: DD 77 10 LD CIXF1635° A 
0022: DD 2B DEC IX 
0024: 05 DEC B 
0025: F8 RET M 
0026: 18 E6 JR P1 


display the two 


subroutine often enough so 


z;WAIT FOR GO-AHEAD 
3(C)=KBD 1/0 PORT 

3; (B)=HIGHEST COLUMN 
7(D)=5 BIT MASK 
3CIX)=END OF 1ST TABLE 
z;ADDRESS A COLUMN 
;READ COLUMN'S 5 KEYS 
;CORRECT INVERTED DATA 
z;KEEP ONLY RT 5 BITS 
z,SAVE RESULT IN E 
;NOTE CHANGES 

3;KEEP ONLY "ON" ONES 
*STORE. TABLE. 1, BYTE 


sSTORE, TABLE -2 BYTE 
z;ALL KEYS READ? 


sYES, RETURN TO USER 
*NO, READ NEXT COLUMN 


Keyboard Bit Map 


bit position 
bit value 


Byte # 


Table 
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* : SORCERER SYSTEMS AND PERIPHERALS 
AVAILABLE FROM COMPUTER MART, INC. 
1395 MAIN STREET, WALTHAM, MA 02154 
(617) 899-4540 


8K Sorcerer 
8K Sorcerer w/ Leedex Video 100 Monitor & video cable 
16K Sorcerer 
32K Sorcerer 
32K Sorcerer w/ Leedex Video 100 Monitor & video cable 
48K Sorcerer B (available in December) 
(ALL Sorcerers include Operation and BASIC manuals plus CMI 
diagnostic software and Literature) 
Leedex Video 100 12" Monitor 
Leedex Video Monitor cable 
Sorcerer Video Disk system 
Integral Data Systems IP-125 Printer w/ Printer control 
Cable for IP-125 and IP-225 printers 
Integral Data Systems 440 Printer w/ Forms control 
Graphics and 2K buffer options for the 440 
AJ Selectric Terminal Printer 
Cable for IDS-440 printer or AJ printer 
Other Printers (price List available soon) 
S-100 Expansion Cabinet with power supply and 
Optional whisper fan 
Exidy $-100 Expansion Interface and expansion 
16K Memory Expansion Kit 
Installed and Guaranteed for one year 
32K Memory Expansion Kit 
Installed and Guaranteed for one year 
Sorcerer Operations Manual 
Sorcerer Standard BASIC ROM PAC, 
Word Processor ROM PAC (manuals included); 
Sorcerer BASIC manual, Technical manual, Word Processing 
manual, or Development Tour manual; 
Sorcerer EPROM PAC for 2708, 2716, or 2732 tri-volt EPROMS 
Serial Data Cassette Cable 7 
D-30 Data Cassettes 
Data Cassette Recorder 
Tek-Com Accoustic Coupler Modem TC-3006 (1 yr warranty) 
RMP Industries Music Box for Sorcerer (Cincludes software) 
Vista Mini-Disk System w/ Disk BASIC E and CP/M 
Same with dual density disk 
Extra Drive, Cabinet, and Power Supply (single density) 
Extra Drive, Cabinet, and Power Supply (double density) 
North Star DD Micro Disk System kit (needs special ROMS) 
Micropolis DD Mod I disk System w/ Disk BASIC and MDOS 
Additional drive w/ cabinet and power supply 
QD Dual Drive Mod II Disk System w/ BASIC, MDOS 
CP/M for Micropolis w/ Sorcerer Drivers | 
Tarbell 8" Disk Interface w/ cable to single drive 
CP/M and BASIC E for Tarbell 
8" Shugart Drive w/ Cabinet and Power Supply 
Micromation Doubler Interface for 8" drives 
CP/M and BASIC E for Doubler w/ Sorcerer drivers 
Single Drive Cable for 8" disk 
Double Drive Cable for 8" disk 
Micromation Dual Disk MEGABOX w/ CP/M and BASIC E 
Micromation MEGABOX IV dual disk, double head per disk 
MEGABOX one year warranty extension (special order) 
Model 6 Newtech Music Board, assembled and tested 
Full Line of S-100 Boards (Price List available soon) 


manual 


manual 


Development ROM PAC, 
each: 


each: 


Prices effective September 25, 1979 


a OO eo 


$ 945.00 


1085.00 
1145.00 
1285.00 
1395.00 
1445.00 


149.00 
15.00 
2995.00 
838.00 
50.00 
995.00 
199500 
1295.00 
45.00 


345.00 
25.00 
199.00 
99.00 
205.00 
1975.09 
345.00 
7.99 


99.00 


91293 
49.00 
65.00 
1.30 
50.00 
215.00 
49.95 
299.09 
699.00 
395.00 
475.00 
778.00 
f¥aeUu 
545.00 
1895.00 
145.00 
285.00 
95.00 
795.00 
495.00 
125.00 
35.00 
45.00 
e295, UV 
3095.00 
150.00 
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Commercially Produced Sorcerer Software on Cassette 


STATPAC: 5 programs to perform statistical analysis CT6K) 117.95 
MONEYONE: a collection of home financial programs ET6K) 17.95 
FINANCE CAL.: for bonds, annuity, returns on investment (16K) 14.95 
CLESIC: biorhythm, diet, longevity (24K) 14.95 
BEAT THE HOUSE: blackjack, roulette, craps, slot machine (32K) 14.95 
TOUCHDOWN: a fast-paced football simulation (16K) 14.95 
STATPLOT: statistical plotting with Linear regression (16K) 14.95 
SUB: an arcade game with sound effects from a radio ( 8K) 9.95 
X AND O: different levels of TIC-TAC-TOE challenges € 6k2. 9295 
DOODL: convert your Sorcerer to a super Etch-A-Sketch (¢ 8K) 9.95 
KIDDO: calculator programs using giant characters ( Be). . 9395 
Bros the best biorhythm program available for home C _8k2-. 9.95 
FAMOUS AMERICANS: combines anagrams with action graphics (70K? .. 39.95 
BLACKJACK: play against the computer or up to six players (16K) 9.95 
U.S. MAP: State capital quizes utilizing US and state maps(16K) 9.95 
ATOM: deductive reasoning game for locating atoms (16K) 9.95 
PERSONALITY TEST: analysizes personality, plots results CT6K) -.9..95 
COMPUCARDS: gives up to 200,000 fortunes using playing cards(16K) 9.95 
FUNCTION PLOT: plot functions using cartesian or polar coord. (16K) 9.95 
ADVENTURE: cassette version of Stanford Adventure game (466)-249,535 
STRANDED IN DEEP SPACE: Starwars game (16K) 14.95 
SHOOT "EM UP COWBOYS: ricochet or direct firing action games (16K) 14.95 
PROGRAMMABLE GRAPHIC SCRATCH PAD: program 63 keys with graphics(16K) 9.95 
AWARI: ancient game of logic from the NIM family ( 8K) 9.95 
CHASE: escape from robots using mines and barriers (882). Gadd 
REVAS: relocating Z80/8080 dissassembler (16K) 49.95 
MICRO HOME: general home application programs by Exidy (16K) 24.95 
GRAPHIC GAMES II: 6 Creative Computing games C2382 (395 
KNOW YOUR SORCERER I: tutorial instructions on 5 keybd. levels ( 8K) 7.95 
KNOW YOUR SORCERER II: further tutorials incl. graphics ( BK? —23.95 
Sorcerer User's Group Volumes each: 6.50 
Voit: (8K) AMAZE, LUNAR, ROTE Vol IX: }#£¢8K) BANER, BOXOP 
Wotc Irs (8K) LUCAS, RSP, CHECK Vol X: (32K) DEMO, CHAR 
Volt Tits (8K) DEPTH, REVRS, HIQUE VOU. XI (8K) DUMBT, DUMB2 
Vol IV: (8K) BIO, MIDAG, MANDL Vol. -Xile (58K) LIFE, OFHLO,..BRIDG 
Vot “Vs (16K) HANGM, HPAWN Vol -X1I1I:s. (Sk) PLOT. #LSi0 
Vol VI: (32K) HANG2, HANG3 Vol XIV: (8K) LIFE6, CHARX 
Vot. Vise £328) WARPX, TREK1 Vol XV: (8K) SHOOT, FPLOT, FDRAW 
Vot VIII: (32k) WARPZ, TREK1 

Sorcerer Software on Diskette (Specify type of Disk System) 
Compumax Business System (req. Micropolis BASIC) 500.00 
Microsoft extended BASIC ver. 5 (requires CP/M) 300.00 
Microsoft Macro-80 (requires CP/M) 149.00 
Microsoft BASIC Compiler incl. MACRO-80 (requires CP/M) 350.00 
Microsoft Fortran (requires CP/M) 500.00 
Microsoft COBOL (requires CP/M) 750.00 
Xitan Disk BASIC (requires CP/M) 159.00 
Xitan Disk Z-TEL Text Editor, Text Output Processor, 

Macro Assembler or Linker (Crequires CP/M); each: 69.00 
Xitan Disk Z-BUG Debugger (requires CP/M) 89.00 
CP/M User's Library Volumes I through XXXV each disk: 10.00 
C BASIC II (requires CP/M) 95.00 
Structured Systems Q SORT (requires C BASIC) 95.00 
Selector III-C2 Data Base Management (requires C BASIC) 345.00 
Creative Comp. "ADVENTURE" (requires MicroSoft BASIC, 48K) 25.00 


Prices effective September 25, 1979 


COMPUTER MART, INC. 


"The Exidy Monitor” 
back-issues 


VOLUME I: 

C J Issue 1: $ .25: printer control, useful routines 

Ed Issue 2: 1.00: PEEK, POKE, USR, memory test 

[ J] Issue 3: 1.00: D=-PAC, Z-80 I, Misc info, questionnaires 

Cd Eesue-4: °-1.00: 2-80 II, Software library, changes 

C J] Issue 5: 1.00: Wide Printer driver, RND, INVRS, graphics, TESTS 
C ] Issue 6: 1.00: IBM Selectric driver, “Plane” 


Total for back issues: §$ 
shipping, $.25 per issue or $1.00 max: §$ 


Total purchase: $ 


Merchandise Order 
COST COST 
DESCRIPION EACH TOTAL 


(>) 
| 
~< 


| 
| 
| 
| 
| 
ie RS. 
| 
| 
| 
| | | 
=. SUB TOTAL PURCHASE: | 
MA residents add 5% sales tax: | 


| 
| Shipping: 1-690 
| TOTAL: | 


|___ Total for back issues from above: | | 
ee ae 


Enclosed is §$ for the above checked off items. 
C J CASH, CHECK, or MONEY ORDER payable to Computer Mart, Inc. 
($25.00 minimum on charges:) 


C J VISA/BANK AMERICARD C J MASTERCHARGE 
Card #- Exp. date: 
NAME: 
ADDRESS: 
Sat ge STATE: £iF Ss 


Please send to address indicated. 


1395 Main St., Waltham, MA 02154 (617) 899-4540 


THE COMPUTING TEACHER 


* TEACHING ABOUT COMPUTERS 

* TEACHING USING COMPUTERS 

* COMPUTER IMPACT UPON THE CURRICULUM 

* COMPUTER-ORIENTED TEACHER EDUCATION 
If you have interests in some of the At the March 31, 1979 Executive 
above areas then you are not alone. Council meeting of the OCCE it was 
Indeed, some educators have been making decided to change the publication's 
instructional use of computers for 10 name to: THE COMPUTING TEACHER. 
years or more. THE COMPUTING TEACHER A committee was established to begin 
is a professional journal for educators revision of the organization's con- 
interested in computers (and calculators) stitution and to make suggestions for 
in education at all grade levels. A a new name. The intent is to serve 
brief history of the publication is given as a national "umbrella" organization 


below. 


In the summer of 1971 some two dozen 
educators met in Salem, Oregon to 
discuss problems encountered while 
trying to make instructional use of 
computers. A number of pressing 
needs were identified, such as lack 
of appropriate hardware, software, 

. instructional materials, funding, 
and administrative support. It was 
decided to form a statewide computer 
education organization. 


On November 5, 1971 forty-seven 
educators met in Eugene, Oregon and 
established the Oregon Council for 
Computer Education. Its mission was 
to identify and help solve problems 
in the area of instructional use of 
computers. The major emphasis was 
placed upon precollege education and 
upon teacher training, although all 
levels of education were included. 
The first issue of the Oregon Com- 
puting Teacher was published in 

May 1974. The journal has been 
published regularly since then. 

This past year circulation of 

the journal has increased rapidly. 
We now have subscribers from most 


that encourages local/state computer 
in education groups, and publishes 

a journal designed to help educators 
at all educational levels. 


THE COMPUTING TEACHER is specifically 
designed for educators who are 
interested in the instructional use 
of computers. It carries articles 
aimed at elementary school, secondary 
school, and higher education. The 
emphasis ranges from materials of 
immediate use in the classroom to 
material designed to increase the 


knowledge of teachers. 


CALL FOR PAPERS FOR 1979-80 


Papers should be neatly typed, double 
spaced, and illustrated if possible. 
Send all materials to: 


David Moursund, (Editor) 

The Computing Teacher 
Department of Computer Science 
University of Oregon 

Eugene, Oregon 97403 


Subscription rates: 


Sh. YPs (six issues) 
$16. (thirteen issues) 
$10. Yr. (Foreign rate) 


states and from many foreign countries. 


Send payment to: 


THE COMPUTING TEACHER 

% Computing Center 

Eastern Oregon State College 
La Grande, Oregon 97850 


THE COMPUTING TEACHER is published by a non-profit professional organization. 


